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Foreword 


In my time at LucasArts, | was lucky enough 
to work with some amazing artists. People 
like Peter Chan would paint an amazing 
environment, and then we’d put it right 
into the game. There was some cleanup, 
but basically what they painted (or drew, or 
markered) was what you got. Then things 
got more complicated. Games went 3D. We 
still had great artists making great paintings, 
but to get into a 3D game they would have 
to be reimagined, reconstructed, relit, and 
rerendered. One of the reasons | wanted 
to do a 2D point-and-click adventure game 
again was to return to that era when a great 
2D artist could see their work directly in the 
game with little alteration. 


All the games I've made were collaborations, 
but most of them showcase the visual 
imagination of one artist more than any 
other. The world of Grim Fandango is a 
Peter Chan tour de force. Psychonauts is the 
art style of Scott Campbell come to life. But 
in the fifteen years I’ve been working with 
Nathan “Bagel” Stapley, we’ve never made a 
game where his style got to stand front and 
center. Until Broken Age. 


Nathan’s fine art background comes through 
loud and clear in his game illustration. He 
is a master of light, shadow, and color. His 
comic book sensibilities are also on display 
in his crazy character proportions and 
fluidity of scale. I’ve always loved the unique 
combination of realism and caricature in his 
art and was very excited to finally be making 
a game in the Stapley style. 


Of course, as the game got bigger and more 
artists came to the party, that initial mission 
evolved. Nathan’s art was still the style 
guide, but it becamea collaboration between 
Nathan, Scott Campbell, Levi Ryken, Peter 
Chan, Derek Brand, Emily Johnstone, and 
Say Oh, under the direction of Lee Petty. 
All of these great artists have styles of 
their own. While their art went through the 
“Bagel filter” to get into the game, here in 
this book we can show it in its original form. 
Looking at the diversity of styles in these 
pages, I’m struck by how miraculous it was 
that Lee could unify so many visions into a 
single work of interactive art. 


| was lucky to have so many great artists on 
this project and extremely happy with the 
game they made together. My gratitude 
goes out to them, and to all our backers, for 
giving us the opportunity to come together 
and make Broken Age. 


— Tim Schafer 
Creative Directores 
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Creating Characters 


The character process always begins with ini- 
tial concept exploration. During this phase, 
one or more artists create rough drawings to 
explore different directions the characters 
could take. A good concept isn’t a finished 
illustration; it need only be clear enough 
to communicate the important ideas. Some 
qualities of a good character design that we 
always keep an eye out for include: 


Personality. Does the character’s appear- 
ance match their personality? One of the 
best ways to express this is through pose. 
A great pose is a succinct summary of the 
character’s attitude and beliefs. 


Readability. Does the character have an 
interesting silhouette? Will the character 
stand off the background? Are the char- 
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Nathan Stapley 


acter’s major areas (head, hands, upper 
body, and lower body) distinct from one 
another? Color can be a great tool here (as 
can in-game effects, such as rim lighting), 
but we look for strong readability even in a 
rough grayscale sketch. 


Expressivity. Is the character built to ani- 
mate? Are the proportions, face, and hands 
capable of the acting and actions that the 
game requires? Adventure games have lots 
of acting and dialogue sequences, so Nathan 
“Bagel” Stapley’s tendency to draw oversized 
heads really helps us. 


One of our visual goals is to bring a painterly 
but still relatively crisp style to the characters. 
We want to add enough texture and detail to 
satisfy the eye while also creating an easy- 
to-read, highly stylized character that is eas- 
ily distinguished from the background. 


Nathan Stapley 
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Building Worlds 


Let’s talk about exciting environments! 
Places you’ve never gone to but always 
wanted to visit. Places you’re so afraid of 
that you know you’ll never actually see them 
in your life. Places you can’t go to because 
it’s physically impossible. 


Double Fine likes to include settings and 
locations in our games that feel new, or 
at least new to games. For instance, when 
Tim was given a set of black velvet mata- 
dor paintings for his birthday one year, he 
thought, “Hey, now a world made of black 
velvet—that’s something | haven’t seen 
done much in games yet. We've all seen fire 
levels, ice levels, etc. But not black velvet.” 
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Nathan Stapley 


To generate these types of ideas for Broken 
Age, Double Fine HQ played host to a cre- 
ative extravaganza of unimaginable breadth 
and majesty: the Double Fine Adventure 
Art Jam! This event saw the powerful artis- 
tic forces of Nathan “Bagel” Stapley, Scott 
Campbell, Peter Chan, and Lee Petty join 
together to conceptualize new worlds, char- 
acters, and inventions. And to kill a whole 
lot of trees. 


Shown here are a handful of pieces from 
Nathan “Bagel” Stapley. His personal 
art style was the inspiration for the look 
of Broken Age from the very beginning, 
and these pieces are just a few exam- 
ples of what helped set the initial tone of 
the world. 


Nathan Stapley 
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Backer Ideas 


During production the backers were asked if they had 
any ideas for unique environments. Among the many 
excellent ideas that were offered were the inside of a 
water gun, an abandoned house full of stray cats, Big- 
foot’s holiday home, a pacifist roller derby, and the jun- 
gle of a carpet being vacuumed. 
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Over the past fifteen years, Peter | ATA 2 Ne Die ving 
has had a hand in shaping some ’ 
of the iconic worlds in movies like 

Antz, Star Wars: Episode I, Harry 

Potter and the Sorcerer's Stone, 

and Lemony Snicket’s A Series of 

Unfortunate Events. Peter’s first 

game with LucasArts was Monkey 

Island 2. He was asked to draw a 

background during his interview, 

and it was so well received it 

made it into the final game. 


Peter Chan LO > a 
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Lee Petty 


Tim Schafer recruited Lee to 
be Briital Legend’s art director 
by getting Ronnie James Dio 
to sign a copy of Holy Diver for 
him. Lee went on to make the 
beautiful matryoshka adven- 
ture game Stacking. He not only 
served as art director on Broken 


Age but also came up with the 


game’s title. 
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Scott Campbell 


When Scott was hired at Double Fine, his first task 
was to design the company logo, 2HB. According to 
Scott, Bagel’s first task was deciding what color to 
paint the walls. Tim recalls, “He had a lot of digital 
mockups, painting over photos of the office. We went 
with Golden Gate Bridge Orange.” 
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Nathan Stapley 
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Peter often uses the jagged shapes 


found in insects and arachnids to 
create discomfort in the viewer. 
Compare to Scott’s below, which 
are almost cuddly, if it weren’t for 
those diamond eyes. 


Scott Campbell 


EarlyConcepts © 23 


Vella and Shay 
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Scott Campbell 


Designing Vell é > | 
esigning Vella Jum, 
y os « 
- : / | 
Vella (known for a long time as “Sacrifice Girl”) s f 
; AO i | 
was chosen for a great honor by her village: to be e 7 


eaten alive by a horrific monster. Her story was 

inspired in part by the character of Ann Darrow | 
in King Kong and the question of what would . 
happen if she kicked the giant ape in the nose. | 


She is an independent, spirited, brave young 
girl in the vein of the heroes of Miyazaki films 
like Nausicaa of the Valley of the Wind or Kiki’s 
Delivery Service—one of the reasons she starts 
her story dozing on a grassy hillside. 


Levi Ryken and Emily Johnstone 


26 © The Art of Broken Age 


These color treatments for some of the early Vella 


designs were shared with the backers for feedback. 


Scott Campbell 
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Nathan Stapley 


Here you can see what Vella 
would have looked like in a 
Bassinostra radiation suit and 
in an early version of Meriloft’s 
Preener outfit. 


Nathan Stapley Levi Ryken 
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Scott Campbell 


Designing Shay 


One of Tim’s oft-repeated directives for 
the design of our heroes was lanky. He was 
inspired by the gangly teenagers in the 
animated Japanese series FLCL and how 
uncomfortable they seemed in their rapidly 
growing bodies. Shay’s lanky limbs look 


especially uncomfortable on the Bassinostra, 
folded into furniture built for a toddler by 
a mother who sees him forever as a child. 


Levi Ryken and Emily Johnstone 
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Scott Campbell 
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Shay walks a fine line. He needs 
to be clearly discontent with his 
overly safe surroundings but not 
so petulant that he is unlikable. 
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The glowing painting of the Overmother’s face 


(upper right) came from the very first art jam and is 
very similar to the final version of Hope. 
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Nathan Stapley, Derek Brand, Emily Johnstone, Say Oh, and Levi Ryken 


The Hexipals and Hexigals 


One of the first (and best) character concepts for the game. Scott C. 
imagined little hexagonal friends that would pop out of the walls and 
stack to become whatever Shay needed at the time. Like an adorable 
chair, bed, or friend. 


Levi Ryken 
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Derek Brand 


Derek Brand and Emily Johnstone 


Derek Brand, Lee Petty, and Nathan Stapley 
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Nathan Stapley, Derek Brand, and Emily Johnstone 
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The Space Weaver 


We went through many versions of the Space Weaver before choosing Levi’s 
wise, friendly knitting navigator. The obvious selling feature is that he ap- 
pears to be pooping the yarn out his backside. Sadly, his yarns were rerouted 
in the final game. But now you know the truth. 


Levi Ryken 


50 © The Art of Broken Age 


Levi Ryken 
and Say Oh 


-eTTT? “TT. | 


PRL OETA CHa 


b pita) AVY \ Peavy a ia} 


. 7 n ie r 
r- EELS POLE A RINSED DS ASOD NOU aa Ee) VESTN PNR WEU EMS E MM NO Ee SRD CUO WN DIR ere Brie 


Nathan Stapley and Derek Brand 


Scott Campbell 


The Bassinostra © 53 


rPEDS 
“BOYS WORLD 
-W TRAIN SET 


(CHR) 


Peter Chan 


Derek Brand and Levi Ryken 


54 © The Art of Broken Age 


ZF | 
Pwd 

4 ff, ey 
ly | 


Derek Brand 


Marek 


For a long time, he was only known as the Wolf— 
the mysterious beast who appears when Shay reach- 
es the correct age and starts giving him new ideas. We 


could have just called him “Puberty,” but that might 


have been a little too on the nose. PS: Thanks, Marek 
Bronstring, for the name. 


Nathan Stapley and Derek Brand 


Scott Campbell 
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Lee Petty and Lydia Choy 


Nathan Stapley and Say Oh 
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Nathan Stapley and Emily Johnstone 


Nathan Stapley and Emily Johnstone 
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Scott Campbell 


Early versions of the Sugar 
Bunting townsfolk. Top left: 
The beginning of Vella’s 
mother, Morelia. Bottom: Mog 
Chothra costumes for the 
Maidens Feast festivities. 


MAIDEN FEAST 
KD ores 


Lee Petty 


Sugar Bunting © 65 


Vella’s Family and Levina 


Don’t judge Vella’s family too harshly. The people of Sugar Bunting had 
been told for generations that the Maidens Feast was a good thing. Of 
course, the person doing the telling was Levina Clench, an undercover 
agent of the Thrush. For much of development, Levina was referred to sim- 
ply as “the Witch.” 


Nathan Stapley, Emily Johnstone, and Levi Ryken Scott Campbell 
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Nathan Stapley, Derek Brand, and Lee Petty 
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The Maidens Feast 


A colorful festival where a town’s young maidens are 


frosted up and placed on a platter to be devoured 


by a horrible monster . . . Social commentary? 
Or just Tim’s reaction to all the YouTube tutorials his 
young daughter forced him to watch on how to make 
princess cakes? 
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The Lost Prince 


Early on, Vella’s side of the story 
had a much stronger fairy-tale 
setting—you can even see a tiny 
castle in Tim’s early title screen 
doodle shown on page 5—and 
like many fairy tales, it featured 
a handsome prince. He was 
designed to be charming and kind 
to Vella but would ultimately stab 
her in the back. 


Scott Campbell 
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Nathan Stapley and Emily Johnstone 
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The Preeners 


Some of the first charac- 
ters designed for the game 
were the Preeners—those 
who tend the nests of the 
birds of Meriloft. Their re- 
lationship with the birds is 
symbiotic. They need the 
birds’ eggs, and the birds... 
Well, they don’t really need 
the Preeners, but they feel 
bad for them. 


Nathan Stapley, Levi Ryken, and Emily Johnstone 
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Emily Johnstone 


The Cobbler took many different forms—most of them 
male—before finally emerging as the long-suffering 
Carol. “The worst day fishing is better than the best 
day making shoes! 
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Nathan Stapley, Levi Ryken, and Emily Johnstone Scott Campbell 
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Nathan Stapley and Emily Johnstone Nathan Stapley, Emily Johnstone, and Levi Ryken 


Nathan Stapley and Levi Ryken 
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Nathan Stapley and Emily Johnstone 


Harm’ny 


Harm’ny wears a woven bodysuit like a hornets’ nest, but his _ _Nathan Stapley 
actual “nest” is more similar to that of a thieving magpie. No 

one knows why he collects the junk he does or how he gets 

it—especially that candy bucket, stacking doll, heavy metal 

belt buckle, or goggles! 


Scott Camplbell 
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Gus 


Gus’s character arc might be the 
most dramatic one in Broken Age. 
He starts the game hanging from 
his underwear, but by the end of the 
story he’s turned things around—or 
at least he plans to. As Shay says, 


“Everybody knows video games are 


good for your self-esteem.” 


Meriloft 
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Nathan Stapley and Levi Ryken 


Jessie 


Jessie was one of the first fully formed 
characters in the game. She was origi- 
nally going to be Vella’s means of trans- 
portation from Meriloft to Shellmound 
to the Dead Eye Pyramid, etc. Vella would 
show her a postcard (or laminated place- 
mat) from a location, and the big bird 
would take her there. 


Lee Petty 
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Shellmound 


Our backers had a huge influence on Broken 
Age, but nowhere is this more plainly vis- 
ible than in the seaside community of 
Shellmound. Daunted by the task of cre- 
ating a whole fantasy world from scratch, 
we asked our backers for location ideas 
and received over fifty pages of sug- 
gestions. “Origami Land” and “Haunted 
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Lighthouse on the Moon” were drawn by 
Scott but never made it into the game, but 
something about his drawing of “Sand- 
castle World” fit in well with the world 
of Broken Age. Maybe because like Mer- 
iloft, Shellmound is a town where peo- 
ple have made a permanent home on an 
impermanent foundation. Or maybe Tim 
just had a bunch of sand puns he wanted 
to unload. 


Curtis 


Another story of back- 


er influence! Curtis was 
one of Nathan’s first 
drawings (showon page 


10) —he predates even 
the dual-story idea of 
Vella and Shay! He was 
put into the game as an 
art test—a throwaway 
character—but backers 
responded to the “hip- 
ster lumberjack,” so Tim 
wrote him into the story. 


Derek Brand 


Lee Petty 
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Nathan Stapley and Levi Ryken 
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Every town has its own 
idea of what’s attractive 
to Mog Chothra, and it’s 
usually based on what that 


town is good at making. 


For instance—fishing lures! 


Nathan Stapley, Levi Ryken, and Emily Johnstone 


Scott Campbell 
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Don’t judge the Dead 
Eye Druids. After three 
hundred years of guard- 
ing a dead temple in 
the hot sun, you’d be 
questioning your faith a 
little too. 


Lee Petty 


Nathan Stapley and Levi Ryken 


Levi Ryken 
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Alex 


“Hey, let’s make a backer 
reward where you get to be 
a character in the game. We 
probably won’t have to do it. 
| mean, who would be crazy 
enough to back at that level?” 
The generous and handsome 
Alex Rigopulos, that’s who! 
Not a bad voice, either. 
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The Maloruna 


Known by many names through- 
out the project (“the Harvest- 
er,” “Bob Chothra”) the Malo- 
runa represents a simpler time 
in monster/spaceship design. 
It’s pretty angular underneath 
all that melted fake-monster 
flesh—maybe because its pri- 
mary unit of geometry is the 
four-sided diamond, in com- 
parison with the Bassinostra’s 
recurring hexagons. 
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Nathan Stapley and Say Oh 
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The fact that Alex rides 
on a music-based space- 
ship has nothing at all to 
do with the fact that Alex 
Rigopulos was the creative 
director of Rock Band de- 
veloper Harmonix. 


Say Oh and Lee Petty 
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The Thrush 


Vella heard tales of the Plague Dam all 
her life and assumed, as most did, that 
it was built to keep some sort of toxic 
disease out of the beautiful, pastoral 
lands in which she lived. Little did she 
know that she was part of the “plague” 
that the builders of the dam wanted to 
keep out. 
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Levi Ryken 


Locked inside the walls of Loruna, the Thrush 
look down upon the wild, uncontrolled breed- 
ing that takes place in what they refer to as 
“the badlands.” They prefer their “curated” 
gene-pool control, even if it has led to some 
weak limbs in their family tree. 


They also seem to fetishize forehead implants— 
the higher the better. This makes it hard for 
Marekai to find a disguise that covers them up. 


There are other people in Loruna besides the 
Thrush, but they’re not as fun to draw, so we 
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The Red Hangar (also 
known as “the Monster 
Factory,” as noted in 


the game’s dialogue) is 


almost completely auto- 
mated. Not just to make 
you feel better about 
blowing it up—that was 
just a side benefit. 


Nathan Stapley 
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Loruna’s cruel, bleak aesthetic was inspired by 
Brutalist architecture and abandoned monuments 
in the former Yugoslavia. 
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End Credits Artwork 


Upon completing this epic journey with 
all these characters, we really wanted 
to tell the story of what happened to 
each one of them after the melting of 
the Mogs. Does Vella reconcile with her 


family? How about Shay? And did the Fork 
run away with the Spoon—or the Knife? 
This surely was a recipe for the longest 
ending cut scene in gaming history. But 
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Nathan Stapley 


once again, we found inspiration in a 
Miyazaki movie—this time My Neighbor 
Totoro. The end credits for Totoro are 
almost like a full sequel told in still 
drawings and always felt like the perfect 
ending to that story. 


In our version, there was slightly more 
revenge: The sacrificial maidens vs. Marek. 
Brommel vs. Thrushmaster. Clarence vs. 
the Plague Dam. 


Nathan Stapley 


End Credits Artwork © I15 


Tet weno 


116 © _ The Art of Broken Age 


4) 


leRaet fale At 


ek) 
Loy 
ye 


Nathan Stapley 


End Credits Artwork © 117 


Backer Portraits 


This project started with an idea to make a game based 
on the artwork of fifteen-year Double Fine veteran Na- 
than “Bagel” Stapley, and by the end it had turned into 
an incredible collaboration with all of you, the backers. 
So what more fitting way is there to end this project 
than to have Nathan himself memorialize the backers 
in tiny portraits? Here is a selection of those portraits, 
just a small slice of the ninety thousand friends who 
helped us make this game. 


Your support has meant everything to us, and we will 
carry the spirit you gave us into every game we make. 
Once again, thank you for backing! 
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Explore the Worlds of Broken Age 


With Broken Age, adventure-gaming auteur Tim Schafer returned for the first time in sixteen 
years to the genre that he helped create, and after a historic, record-breaking crowdfunding 
campaign, the full adventure is here in all its beautiful, hand-painted glory. 


Now, Dark Horse Books is proud to partner with Double Fine Productions to offer an intimate 
look into the worlds of Broken Age. This volume features hundreds of pieces of art and 
commentary from the voices of director Tim Schafer, lead artist Nathan “Bagel” Stapley, 
concept artists Peter Chan, Scott Campbell, and Levi Ryken, art director Lee Petty, and more. 


